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Midway through the North 



The North is vast and full of secrets, but you 
will be able to glimpse at many of them in 
this issue of Threshold magazine, where you 
will find indeed the most detailed 
description of Norwold ever written, in 
which Zendrolion will take us in a great 
exploration of the realm's weather, history 
people and regions, from Heldland to 
Frosthaven! 

Another massive article by Zendrolion details 
the Great Land Rush of Norwold and the 
existing barons, a perfect companion for the 
CM1 module that will be completed by in 
depth descriptions of the claimants to the 
new lands in the next issue of the magazine. 

In this issue you will also find another part of 
the F-Gaz "The Open Arms of Leeha" 
describing, after the history of the northern 
hin published in issue 6, the land and the 
people that inhabits it. 

Another Norwold region on which you will 
have even more details is the Skaufskogr, the 
once mysterious region, but not anymore, 
between Landfall and Oceansend, inhabited 
by many proud people, humans and not. In 
this same region of Norwold you will also 



have the opportunity to challenge the 
Heldannic invasion, rushing to retrieve a 
dangerous artifact stolen from the Dragon 
Kingdom of Wyrmsteeth. 

To complete this massive amount of material, 
and the longest issue of Threshold published 
so far, you will also find a chronicle of the 
devastating Flood of Grouzhina, in the far 
away Midlands of Brun. Also, one more level 
of the mega dungeon of Koskatep, in this 
issue describing the ancient city of Ieronyx, 
where the powerful Lord Keiros once ruled 
in the name of the Queen of the Night and 
now undead ores wait for their next prey! 

But our exploration of Norwold and the 
Northlands isn't finished yet. In the next 
issue you will discover even more secrets of 
the North, provided you did not fall prey of 
the many terrors that dwell in the cold dark 
winter nights. 



Francesco Defferrari (Sturm) 
Editor-in-chief, Threshold Issue #7 



Special thanks this issue to: Shawn Stanley (stanles), Angel Tarragon 

(The Angelic Dragon), John Calvin 
(Chimpman), Giampaolo Agosta 
(agathokles) and Simone Neri (Zendrolion) 
for helping with editing and proofreading! 
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Thanks To: The Mystara Community, for your support, hard work, and dedication to Mystara. 



The aims of Threshold magazine: 

■ to provide a venue for community members to present material 

■ to promote the Vaults of Pandius and the material there 

■ to increase the exposure of existing and new articles 

■ to encourage authors to revisit and revitalise existing articles 

■ to motivate interest in Mystara in general 




Issues #1 to #6 of THRESHOLD - the 
Mystata Magazine, is available for 
download from the Vaults of Pandius 
website . 

Also available at the same location are 
higher resolution versions of the maps 
that were included in the issue’s PDF, 
allowing greater detail to be viewed. 
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0)is Issue’s CoNtuibutons 



Simone Neri (Zendrolion) teaches history 
and philosophy at secondary school in 
Florence, Italy. He has mastered Mystara 
campaigns since 1987, his favourite settings 
being Thyatis, Norwold, Karameikos, and 
Glantri. He is an active member of The Piazza 
community with the nickname of Zendrolion 
- but don't fear backstabbing from him! 

Giampaolo Agosta (a.k.a. Agathokles) 
agrees with Schiller that man "is only 
completely a man when he plays". Therefore, 
he makes a point of taking gaming seriously, 
and real life casually. Besides Mystara, his 
gaming interests include (among others) 
Dark Sun, Planescape, Ravenloft, Birthright, 
Call of Cthulhu, and Witchcraft RPG. 

I. " Meandrathel " Calvin enjoys drawing 
fantasy, and animals that can kill. Namely 
wolves, dragons, horses, and most large 
felines. Human animal hybrids are not 
excluded either; she often draws human 
versions of her favorite animals. She does, 
however, despise drawing things that are 
unbearingly cute. It's a pretty awful thing to 
do. 

John Calvin is fascinated by the depth of 
Mystaran history, and has always wanted to 
share that more fully with players. To that 
end he has been developing sub-settings like 
The Hollow Moon and Mystara 2300 BC. 

Allan Palmer (aka AllanP) was first 
introduced to D&D a long time ago (but not 
quite in a galaxy far away) by a work 
colleague who set up a gaming group using 
the last version of the "blue book" rules. 
While dabbling with RuneQuest and Traveller 



along the way, he developed a liking for 
what would become the world of Mystara as 
the BECMI box sets were released. He has 
always been fascinated by maps. He is an IT 
professional and when not indulging in 
hobbies of panelology, retro tv watching and 
family history research, uses his various PC 
skills to consolidate the writings of others 
into the issues of Threshold. 

JTR, (a.k.a. OldDawg) is the author of the 
acclaimed F-GAZ series, which covers several 
regions of Norwold and neighboring areas 
with full-blown gazetteer-style treatment. In 
this issue, JTR showcases his work for the 
FGAZ "The Open Arms of Leeha", covering 
the northern Hin lands. 

Robin Dijkema. (Robin at the piazza, Robin 
D elsewhere) Female, from 1962. Playing 
D&D since the earliest days as far as 1978. 
Soon becoming "addicted" , bound to the 
world of Mystara, liked because of its 
diversity and yet complexity latched to each 
other. Current compiler of massive materials 
available on the Pandius site or her "Breath 
of Mystara" blog. Former Teacher of Biology, 
Ecology, Chemistry, Physics, travelled all 
over Europe as a stage dancer at house 
parties. Once at a UK Gencon called "The 
Fletcher" by Bruce Heard for my compilation 
work in "Revenge of the Little Ones". 

Even though Sturm (a.k.a. Francesco 
DeJJerrari ) loves any alternate world, he 
believes Mystara is incomparably the best for 
its vibrant community endlessly delving into 
ethnography, linguistics and history just to 
make a little sense of it. Something like the 
real world, but with dragons. 
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CALL FOR CONVRJBUVIONS 



The Threshold editorial team invites all fans 
of the Mystara setting to submit 
contributions to the next issues of the 
magazine. 

We are looking especially for contributions 
fitting the following themes: 

Issue 8 - The North 

Proposal Deadline: Expired, but 

proposal could still be submitted if the 
author is confident that the article will be 
completed by the below deadline 
Manuscript Deadline: April 30* 2013 
Issue Published: End June 2015 

Call for proposals for main themes of 
forthcoming issues (2015): 

Hollow World and the Immortals 

The editorial team will accept proposal 
about the above topics or anything related. 

Glantri and beyond 

The editorial team will accept proposal on 
Glantri and nearby nations (Darokin, Sind, 
Wendar, Ethengar, the Adri Varma plateau, 
the Broken Lands) and on Magic too. 

Isle of Dawn, Thyatis and Alphatia 

The editorial team will accept proposal on 
the Isle of Dawn, Thyatis, Alphatia and 
dependencies (Ochalea, Pearl Islands, 
Alatians, Bellisaria, Esterhold and any 
other colony). 



Articles about other topics are still 
welcome and the editorial team will 
evaluate their publication in an issue, 
taking into account space available 
and that issue's theme 

Threshold accepts (and invites) the 
submission of extended or revised 
versions of works having appeared on The 
Piazza or the Vaults of Pandius. 

Contributions may include, but are not 
limited to, articles (short stories, short 
adventure modules, NPCs, historical 
treatises and timelines, geographical 
entries, new monsters and monster 
ecologies, etc.) and illustrations (portraits, 
maps, heraldry, illustrations, etc.) 

The Threshold editorial team strives for 
edition neutrality, but edition specific 
articles (e.g., conversions) are also 
accepted. Statistics for new monsters and 
NPCs may be included in articles (e.g., 
adventure modules, new monsters or 
NPCs) in any version of Dungeons & 
Dragons. The editorial team also offers 
help in providing conversions to some 
specific rules set (including BECMI/RC, 
2nd Edition, 3rd edition/Pathfinder). 
However, they should be limited to the 
minimum - for most NPCs, it is sufficient 
to mention class, level, and alignment. For 
important NPCs, a one or two line stat 
block could be included. 
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The Eagles ’ Barrier from a clearing in the Dragon Spur Hills 



Welcome, dear traveller, to the untamed 
lands of Norwold! Leave behind the 
trappings and comforts of civilization, and 
prepare to deal with the cold environment, 
the inclement weather, the deep forests, the 
majestic mountains, the crystal-clear lakes, 
and the frozen tundra - the true north, in all 
its ancestral beauty and dangerousness! 

And prepare to meet its inhabitants - oh no, 
not the soft southern peoples you know, 
used to plowing fields under the sun and to 
buying what they need in their sprawling 
cities... No, this is the north, and its peoples 
reflect its features: hardy, strong, even 
rugged or fierce at times, but undoubtedly 
warm and welcoming, because no one is 
denied the heat of a heartening fireside after 
a day spent in the wilderness! 

So, dear traveller, don your fur-clad cloak 
and follow us in a tour of Norwold, to 
discover its history, its cultures, its regions, 
and its dangers! 



QENERAL OVERVIEW 

The Norwold region encompasses the whole 
north-eastern corner of Brun, just north of 
the Known World and east of the Borean 
valley. The region’s borders are marked by 
the Alphatian Sea and the Strait of Helskir to 
the east, by Norzee to the north, by the 
Borean Range, the Icereach Range, and the 
Mengul Mountains to the west, and by the 
Heldland River and the Eastern Mengul 
Mountains to the south. To the south-west, 
things are more blurred - some consider 
Wendar and the Northern Wildlands to be 
part of the Norwold region, while others 
assert that those realms do not belong to this 
area. Whatever the case, Norwold is a huge 
region which dwarfs the more populous 
Known World in size. 
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r:i7G Upbateb Noitwolb Map Useb fou tpis Article 



The description of Norwold featured in this 
article is based on an updated version of my 
old Norwold map . The update aims in 
particular at achieving a better blending of 
the various conflicting canonic maps which 
shows the areas bordering the Known 
World, the Isle of Dawn, and the Heldann- 
Denagoth region. 

In order to make my choices 
understandable by everyone, I would like to 
list the steps of the process I used to 
assemble the updated map, and the basic 
assumptions from which I started. They are 
summarized in the following 16 points 
(“mph” stands for “miles per hex”): 

1 - The correct relative position of the Isle 
of Dawn in regard to the Known World is 
the one featured in TM2; 

2 - The correct position of the Denagothian 
Plateau in regard to the Known World is 
arguable from the 24mph map of the 
Known World included in Wrath of the 
Immortals, where the plateau’s southern tip 
is visible; 

3 - The correct position of Norwold in 
regard to the Isle of Dawn (and therefore to 
the Known World and the Denagothian 
Plateau) is defined through the matching of 
the position of Helskir on Dawn of the 
Emperors’ 24mph map of the Isle of Dawn 
with the CM1-M2 24mph map of Norwold 
(note that the rest of the Isle of Dawn in the 
latter map is a little different from the one 
of DotE, and therefore has to be discarded); 



4 - XI 1 Saga of the Shadowlord’s 24mph 
map is considered correct up to the eastern 
fringes of the Denagothian Plateau; 
regarding the Heldann part, it is correct up 
to the northern political border of the 
Freeholds, as featured in this map; the 
Freeholds’ coastline then matches quite 
exactly with the coastline continuing north 
as shown in CM1 Test of the Warlords. 
Wrath of the Immortals’ 24mph map’s 
coastline north of Heldann (a couple of 
hexes) follows XI 1 Saga of the Shadowlord, 
so this part is considered wrong. The 
Norwold coastline north of the Freeholds’ 
border thus follows the CMl’s map. Note 
also that this causes a change in the shape 
of the Kamminer Bay (which now is 
narrower and more in line with several 
canon depictions, from the D&D 
Companion Set to Dawn of the Emperors 
maps) in regard to the shape it had in my 
old map - on which several fan works 
(mostly GAZF8) were based; 

5 - The shape of the north-western coastline 
of Norwold and of the western half of 
Frosthaven have been determined using 
D&D Companion Set’s non-hex map of Brun; 

6 - The position of the Arctic Circle has been 
set according to Bruce Heard’s article on 
the climate of the Known World 

7 - Terrain types north of Wendar and 
Denagoth have been determined according 
to the Wrath of the Immortals’ 48mph map, 
up to the northern limit of this map; this 
required changing some hexes of the 
Northern Wildlands as they were shown in 
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XI 1 Saga of the Shadowlord, as well as 
adding some hexes of hills and steppes in 
the western fringes of the Denagothian 
Plateau (XI 1 gave these as “plain = empty” 
hexes); 

8 - Terrain types north of Wrath of the 
Immortals’ 48mph map, and west of CM1 
Test of the Warlords’ 24mph map have been 
determined according to Dawn of the 
Emperors’ 72mph map; this map is highly 
problematic and includes many errors, but 
for the purpose of determining terrains in 
the area west of the Icereach Range most 
problems are addressed by moving this 
entire section of the map one 72-miles hex 
to the south-east and superimposing the 
map to the CMl’s one. This actually corrects 
most serious mistakes. Also, in this way the 
northern coast west of the upper Icereach 
Range limit can be matched quite well with 
the D&D Companion Set’s map; 

9 - Terrain types indicated for Norwold in 
Dawn of the Emperors’ 72mph map have 
been used to determine the general 
presence of those terrains in a given area of 
the region; in particular: (a) “plain = 
empty” hexes in the map have been 
considered forest in the subarctic band, and 
tundra in the extreme north; (b) the two 
stretches of steppes on the northern coast 
of Norwold have been ignored and 
substituted with tundra (no steppe is 
possible in the tundra climate); (c) hill 
hexes have been taken into account not as 
hexes full of hills, but as the points where 
the land rises to hill/highland altitude (this 
point has been marked on the final updated 
map as a mostly continuous, one-hex row of 
hills); 



10 - Despite point (4) above, a wide valley 
linking Heldann with Denagoth (due to the 
use of CM1 Test of the Warlords’ map) 
located north-west of the Altenwald was 
“closed” with mountain hexes becouse it 
was not consistent either with the 
background of Denagoth or the non-hex 
map of Heldann (from the Poor Wizard’s 
Almanacs and Joshuan’s Almanac); 

11 - Something resembling the Vinisk Valley 
is shown in the non-hex map of the 
Heldannic Territories found in Joshuan’s 
Almanac; there the valley’s terrain is 
indicated as desert. Since a desertic valley 
crossed by one of the major rivers of 
Norwold was considered highly 
inappropriate, and since the Joshuan’s 
Almanac map is badly drawn and largely 
inaccurate, I chose to ignore the desert 
terrain. The valley’s terrain was thus filled 
with hills and marshes (albeit the latter 
were quite reduced in regard to my old map 
of Norwold) ; 

12 - Norwold’s forests have been positioned 
according to the non-hex map of the region 
found in the Poor Wizard’s Almanacs; 

13 - Heldland River and the forest 
surrouding its mouth, in Heldland, has 
been taken from the non-hex map of the 
Heldannic Territories from Joshuan’s 
Almanac; the same is true for the high 
course of a river which disappears beyond 
the upper limit of that map (this one, which 
I named Skejdar River, went up to 
Oceansend in my older map, but it has been 
now shortened - it had little sense for a river 
to run parallel to a coastline for a long 
stretch); 
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CliMate aND WeatfjeR 

The climate of Norwold generally belongs to 
the continental band, up to the Great Bay 
included. The region is characterized by a 
wide seasonal variation of temperature, 
ranging from severely cold winters to hot 
summers, and a high degree of precipitation 
year-round. Snow is the norm at the height 
of the winter season, and usually may fall 
between late autumn and early spring, while 
in the summer rains tend to occur as 
thunderstorms. In the isles of the Strand, 
seasonal temperature variation tends to be 
narrower, with warm summers and cool 
winters and precipitations as abundant as on 
the mainland. 

North of the Great Bay, climate turns 
subarctic, with a huge temperature variation 
between the long winter months that feature 
a below-freezing temperature (which can last 
even 5-7 months per year), and the warm but 
short summers. The soil is mostly 
characterized by the permafrost 
phenomenon, allowing only for hardy plant 
species, conifer trees, and taiga-type forests 
to survive. Near the coasts and at the 
southern boundary of this climate band, 
winters are milder and the permafrost does 
not occur, so the soil is better suited for 
agriculture here. In the subarctic areas, 
precipitations are low during the year and 
most of them occur during the fall, but they 
still allow for a snow cover during winter. 

North of the Landsplit River system and of 
the Autuasmaa Plain, the tundra climate 
prevails. The frigid temperature and the 
presence of permafrost year-round do not 
allow for the growth of trees here, and only 
moss, heath, and lichen are supported in this 




14 - Terrain types for the whole Norwold 
region have been borrowed, when 
consistent with the canon sources and the 
assumptions listed above, from various 
fan works (the GAZF series, Robin 
Dijkema’s map of northeastern Brun, 
Carillion’s map of northern Norwold). 
This means that the terrains featured in 
the fanworks have been modified or 
changed altogether when they were not 
consistent with the canon maps, and 
adapted to match those. Greatest changes 
have thus happened (in regard to the 
GAZF line) with Landfall region, Kaarjala, 
and the Ghyr-Western Alliance region 
beyond the Icereach Range; 

15 - The Norwold region has received a 
more liberal treatment of hill hexes in 
regard to the CM1 Test of the Warlords’ 
map; this was due to a sentence found in 
the module (mountain hexes bordering 
plains must be considered half-hill hexes), 
to a much larger presence of hills in 
larger-scale canon maps (Dawn of the 
Emperors, Wrath of the Immortals), and 
mostly to accomodate as much as possible 
other fanworks; 

16 - The vast “plain = empty” hexes 
between the Great Bay and the Landsplit 
River have been partially filled with a 
taiga-type forest, since the area is found in 
the subarctic band in the final updated 
map (as per point [6], above); having 
tundra in the subarctic band (as in GAZF 
series, which has the Arctic Circle much 
more to the south than Bruce’s article) 
was inappropriate, and a different terrain 
(which is also consistent with CM1 Test of 
the Warlord) was chosen. 
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Winter in the Katfjellene 



area. The tundra is characterized by two 
main seasons, featuring dark and very cold 
winters, and somewhat warmer summers, 
when the upper layer of permafrost melts, 
leaving the soil soggy and covering the land 
with small marshes, lakes, and ponds. 

In the region’s highlands and mountains, 
climate tends to be colder than in the 
surrounding region. Mountain ranges usually 
have subarctic climate regardless of latitude, 
and are characterized by alpine tundra 
climate above the treeline, with huge glaciers 
and permanent snowfields occupying the 
highest peaks and mountaintops. 



MouNtaiNS, Rivgrs, aNb Lakes 

Norwold’s main geographical feature is 
undoubtedly its huge mountain ranges. The 
region as a whole is dominated by five major 
mountainous systems - each of which is 
divided into a number of lesser ranges - and 
by a number of minor chains. The 
southernmost mountain block is represented 
by the imposing Hettafjall (the “hooded 
mountains”), a range which represents a 
continuation of the Eastern Mengul 



Mountains and of the Kithor Mountains that 
form the south-eastern border of the 
Denagothian Plateau. The smaller Essurian 
Arm and the Isbreidd north-west of the 
Hettafjall complete the isolation of the 
Denagothian Plateau from Norwold. 

The Hettafjall is by some scholars considered 
the southern third of the Final Range, a 
narrower but very imposing chain which 
runs parallel to Norwold’s eastern coast, and 
whose name was given to it by the first 
Thyatian explorers who thought that these 
very high mountains might mark the end of 
the world. The Final Range includes from the 




A valley in the Hettafjall 
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south to the north the Lirovka’s Alps , the 
Ironroot Mountains, and the Peaks of Snorri. 

A third infamous mountain system is the 
Wyrmsteeth Range, which is found north- 
west of the Final Range and includes both 
the so-called Wynn ’s Tail - the long chain 
made up by the Eagles’ Barrier, the Pierced 
Crown, and the Bloody Scythe - and the huge 
massif of the Wyrm ’s Head, which is linked 
to the upper end of the Lirovka’s Alps and 
thus considered by some both a part of the 
Wyrmsteeth and of the Final ranges. The 
Wyrmsteeth’s two blocks are separated by a 
large area of mostly plain highlands that truly 
seems to break the range in two. Seen from 
a distance, the Wyrmsteeth - and especially 
the Wyrm’s Tail - have a jagged appearance 
which - together with the presence of many 
dragons in the area - has contributed to the 
range’s name. 

The fourth system is the collection of several 
mountain chains collectively known as the 
Icereach Range (sometimes also called the 
White Range), which deserves the name of 
the highest range of Norwold, and which is 
usually considered as the western border of 
Norwold. The range’s heart is made up by 
the Ice Wall, with the two long branches 
stretching southward, in the middle of which 
is found the highland valley known as the 
Throne of He Who Watches; the Icereach 
Range, broken by the Timayam and Skelleft 
river valleys, continues to the north-east with 
the Arch of Fire, the south-west with Quesa’s 
Massif and the White Mountains. The smaller 
Giants’ Mountains, on the eastern side of 
the Azure Lake, are also sometimes 
considered part of the Icereach as well. Long 
but narrower mountain ranges called the 
Thundering Mountains, the Goddess’ 



Diadem, and the Jagged Teeths are found to 
the north and north-east of the Icereach, 
likely the result of huge earthquakes or 
geological upheavals - perhaps even a meteor 
strike - that happened tens of thousands of 
years ago. 

The fifth and last mountain system thus runs 
northward from the Icereach Range, even if 
it was likely connected with that range before 
the cataclysms. The northern range is 
unimaginatively called the Borean Range by 
Alphatians and Known Worlders, while the 
Kaarjalans call it the Valtavia Vuoria (the 
“great mountains”); the range forms the 
north-western border with Borea as well as 
the largest mountain range of whole 
Norwold. The great southern massif of the 
Borean Range is made up by the Karelides to 
the east (which include the ominous Mount 
Crystykk ) and by the Vuoret Muistamisesta 
(“mountains of remembrance”) to the west, 
while to the north it continues with the 
Pelon Peaks (and their south-western 
branch, the Azurun Mountains ), and the 
northernmost Luminen Kivia Mountains. 




The Tarbren Valley and the Pelon Peaks 
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A multitude of small and large rivers and 
lakes is scattered all over the Norwold 
region, and small ponds and lakes become 
much more numerous north of the Great 
Bay. However, the largest rivers and lakes of 
Norwold can be grouped into three 
hydrographic systems. The first is the one 
made up by the Foxes’ River and its twin to 
the west, the Sabre River, which spring from 
the Final and Wyrmsteeth ranges, 
respectively, to flow into the Gulf of Wrecks, 
south of the Peninsula of Alpha. The second 
system, which is the largest of the region, ties 
together Norwold’ s three largest southern 
lakes. The Vinisk River springs from the 
slopes of the Denagothian Plateau and flows 
into Lake Gunaald, while the Ransarn 
River starts in Lirovka’s Alps, reaches the 
Gunaald, then continues northward into the 
huge Azure Lake and northward again, 
emptying into the White Bear River, which 
flows into the Great Bay after a long course 
from its spring in the Goddess’ Diadem. 
From the south, the White Bear River 
receives the waters of the Skelleft River, 
which springs from the White Mountains and 
flows into the Lake Vanern before joining 
the White Bear; Lake Vanern also receives the 
water of the smaller Timayam River which 
springs from the northern Ice Wall. The third 
system is found north of the Great Bay, and 
is commonly called the “Landsplit system”, 
and it is basically made of two huge rivers. 
The southern one, which flows into the 
Alphatian Sea to the east, is called Landsplit 
River by the Alphatian settlers, but the 
Kaarjalans call it Maanselka-, the river flows 
eastward from the Ratovaarat Mountains, 
forming also two large lakes, called 
Hamarajarvi and Isojarvi. The northern 
river is called Tukkijoki and it gathers the 



waters of the third great lake of the north, 

Poll jan jarvi. 

NorwoID iN t Y)G View of 
OutsibGRS 

Norwold is considered a wilderness, 
dangerous, and barbaric region by most folks 
of the Known World and the Alphatian 
Empire, a land suitable only for pioneers and 
other brave individuals, or for people like 
exiles and refugees who have nowhere else 
to go. The peoples of the Northern Reaches 
and of the Heldannic Territories share 
common cultural roots with the inhabitants 
of Norwold, but even they consider their 
northern cousins a backward lot, to be 
taught civilization or - in the worst case - to 
be raided and plundered. 

Nevertheless, Norwold also represents a 
source of attraction for the major powers and 
people who in the rest of the surrounding 
civilized world would like to start new lives 
there. This untamed land, in fact, is filled 
with untapped resources - plenty of ore, 
timber, and animal resources waiting to be 
extracted or exploited. Also, in the view of 
outsiders Norwold is a land of opportunity: 
a big empty place where, braving the region’s 
climate, monsters, and barbarian natives, one 
- even if he is only a commoner in his 
homeland - could carve a land for himself 
and live as he pleases without having to 
submit to the authority of kings, noblemen, 
or the like. 
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A SHORT: HTSCORV OF 
NORWOLD 

No region can be properly understood for 
what its features really are unless one delves 
into its history... and Norwold’s history is a 
rich and troubled one. Here we will give you 
a brief account of the most important events 
which took place in Norwold and in the 
surrounding lands, divided per age - from 
the great cataclysm which marked the dawn 
of our world, up to modern times, i 

riie AftGRMatlis of tfje Qneat 
RaiN of Fine (BC 3000-2500) 

A New Dawn for Norwold 

The region that one day will become 
Norwold underwent great changes after the 
cataclysm which rocked the planet and put 
an end once and for all to the Blackmoorian 



1 The history which follows is a revision of the 
one I wrote years ago (see Timeline of Norwold 
at the Vaults of Pandius), which now should be 
considered obsolete. For the events regarding 
lower Norwold and the northern realms of 
Littonia and Kaarjala, I used material from the 
GAZF series (by JTR), while the events for the 
Wendar and Denagoth area were mostly skipped 
apart from those related to the first migrations 
and to the last centuries, because after a careful 
analysis I found that both the new Timeline for 
Wendar-Denaqoth-Ghvr-Northern Wildlands (by 
M. Dalmonte), the old Timeline for the Wendar 
and Denaaoth region version 2.4 (by M. 
Dalmonte and S. Stanley), and the timeline 
featured in GAZF1 The Kingdom of Wendar (by 
JTR), included many inconsistencies with the 
few canonical information known about Wendar 
and Denagoth; rewriting a complete timeline for 
those regions was beyond the scope of this 
article, so I deemed better to skip this part. 



civilization. In fact, this region changed its 
latitude because of the Great Rain of Fire, its 
upper reaches ended up beyond the Arctic 
Circle while the Known World (formerly 
under the arctic icecap) became a temperate 
area. 2 A slow and lengthy process of ice- 
melting and freezing started due to the 
latitude change. In this new age, which 
started in BC 3000, Norwold was connected 
to the Isle of Dawn through a land bridge in 
the modern Oceansend - Helskir area, and 
the Isles of the Strand were no islands at all 
and part of the mainland. Most of the inner 
mountain valleys and highlands of central 
and western Norwold were still covered by 
glaciers in this age, and are therefore 
impassable. 

The Ancestral Denizens of Norwold 

Due to the latitude change, the frost giants 
who lived near the pre-cataclysmic arctic 
icecap started a northward migration from 
the Known World to Norwold, settling in the 
glaciers and cold lands up to the freezing 
northern coast; many giant realms gathering 
both frost giants and other giant races were 
established in this time in central and south- 
eastern Norwold. The elder dwarves, who 
lived in the subarctic pre-cataclysmic 
mountains at the border between Norwold 



2 The article assumes, in agreement with the 
GAZ series and the “Timeline of History” 
(featured in Hollow World boxed set, Dungeon 
Master’s Sourcebook) - but not with the “Outer 
World, Pre-cataclysmic Map” (included in the 
same Hollow World boxed set) - that the Known 
World was under the arctic icecap before the 
Great Rain of Fire, and that the North Pole was 
located in modern Ethengar. See also 
Blackmoor and Pre-Cataclvsmic Mvstara (by 
LoZompatore) for more information. 
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The frozen wastes of Norzee during winter 



and Borea, started as well a slow migration 
southward to reach milder areas. 

The Beastmen, who had been pushed near 
the Arctic Circle - in the area between Borea, 
Norwold, and the Known World - by the 
Blackmoor crusades centuries ago, by now 
used to the freezing climate, migrated to the 
ruins of the (then) eastern provinces of the 
Blackmoor Empire found in Hyborea.3 



3 The Beastmen’s canonical migrations up to 
BC 2400 show a series of inconsistencies 
regardless of which pre-cataclysmic map do you 
use. In this version, the Beastmen were pushed 
by the Blackmoor crusades into Borea and the 
Known World (then beyond of near the borders 
of the Arctic Circle) between BC 3500 and BC 
3200. Next - when the Great Rain of Fire 
happened in BC 3000 and Blackmoor was 
destroyed - the Beastmen moved in Hyborea, 
where the ruins of many recently-destroyed 
Blackmoor provinces on Brun were located, and 
stayed there; the region of Hyborea, which was 
found in a temperate area before the Great Rain 
of Fire, now was beyond the Arctic Circle. In 
BC 2400, as per canon timelines, the Beastmen 
migrated from Hyborea again to Borea, toward 
the ruins of the old Blackmoorian city of Urzud. 



Sparse tribes of rakasta belonging to the 
snow pardasta and lynxmen breeds dwelled 
in the glacier-covered central and western 
reaches of Norwold. Also living in the frozen 
Icereach Range valleys were a number of 
“brute” tribes - humans who in the past 
centuries had interbred with the Beastmen - 
who called themselves the Dena (“Children 
of Den” in their tongue), after the name of 
one of their legendary leaders. Around BC 
2700, competition with the local pardasta 
tribes grew harsher for the Dena; thus, the 
female warrior Jotakk decided to lead her 
people in a migration southward from the 
Icereach Range’s valleys to a large plateau, 
where they settled. They called their new 
land Denagoth (“Land of the Dena”). 

About a century after the Great Rain of Fire, 
elven refugees from a colony near the old 
Brunian border of the Blackmoor Empire - 
who found shelter in a large valley still 
partially covered by ice they named 
Genalleth - managed to survive the radiation 
induced wasting disease which afflicted them 
thanks to the abandonment of technology, 
the rediscovery of druidic magic, and the 
help of the fey. 

The Dragon Nation is Bom 

In this age, gold dragon priests of the Great 
One, following omens from their patron, 
begin to gather many dragon of all species in 
the central mountain ranges of Norwold (the 
modern Wyrmsteeth Range), laying the 
foundations of the Dragon Nation. ^ 

4 See History of Draqonkind (by S. Neri) for 
more details about the history of the dragons 
before and after this event. The Dragon Nation 
and the Dragon Parliament were first introduced 
in the Dragonlord Trilogy novels, by T. 
Gunnarsson. 




THRESHOLD: The Mystara Magazine Issue #7 



A 'Cuavelleu’s CJuibG to NorwoID 




In BC 2800, in the heart of a dead volcano in 
the midst of the Wyrm’s Head Mountains, the 
dragons build the seat of their gathering 
place in Norwold and of the Dragon 
Parliament, the city of Windreach. A number 
of dragons loyal to the Dragon Nation start to 
migrate in the Wyrmsteeth Range, but many 
more openly defy it and continue to live as 
they always did; they are called the 
“Renegades”. 

The First Human Cultures 

Only a few human tribes lived in Norwold in 
this time; they belong to the Valoin culture^ 
who centuries before had been pushed north 
by the Blackmoorian expansionism and had 
settled the coastal area located between the 
Norzee and the Great Bay. Due to the 
latitude change, they mostly relocated on the 
north-eastern shores of the Great Bay after 
the Great Rain of Fire. 6 Around BC 2700, 
from their northern lands the Valoin 
gradually spread to settle the eastern coast of 
Norwold south of the Great Bay, up to the 
modern Oceansend region. 

In BC 2600, Vantalian tribes migrating from 
Borea reach the western fringes of Norwold 
and cross some of the valleys at last freed 



5 In terms of real-world language families, the 
Valoin would speak a Baltic tongue. 

6 Before the Great Rain of Fire, the Valoin 
(and their Valemen ancestors) lived in the area 
north-west of Blackmoor, on Skothar, which 
was connected by land to Brun in the area of 
modern north-eastern Norwold; thus, they were 
already found there when the cataclysm 
happened. I have changed this detail from the 
Valoin timeline found in GAZF6 The Kingdom 
of Littonia (by G. Gander), to make it more 
consistent with the choice of the Known World 
as the pre-cataclysmic North Pole. 



from the glaciers, settling the lands around 
the White Bear River’s mouth. 7 

ANtaliaN Aqg (BC 2500- 
1700) 

The Rise of the Antalian Culture 

The latter half of the third millennium BC 
marked the rise of one of the great 
civilization of the ancient world, the 
Antalians, whose ancestors were stationed on 
the Isle of Dawn. Around BC 2500, they 
crossed the Helskir land bridge and settled in 
the Oceansend region, clashing against the 
Valoin and pushing them to the north . » BC 
2400 is usually considered the year which 
marks the Antalian civilization’s rise in 
Norwold - a warlike, bronze-age culture 
devoted to farming, fishing, and raiding, that 
also developed seafaring skills. The Antalians, 
thanks to their bronze-age technology, 
clashed successfully against the Valoin to the 
north, and warred intermittently with the 
neighbouring giant kingdoms. 

In the following century (BC 2300-2200), 
wars against the giants became commonplace 
and raged in eastern Norwold for many 
decades; the events of those wars spawned 
the subjects of old Norse sagas, which depict 
this time as an age of heroes and villains, in 
which the historical figures of Donar and 
Lokar (later known as the Immortals Thor 
and Loki, ascended toward the end of this 
age) shaped the fate of whole peoples. The 
giants were ultimately defeated and dispersed. 

7 In terms of real-world language families, the 
Vantalians would speak a Slavic tongue. 

8 In terms of real-world language families, 
Antalians would speak a North Germanic or 
Proto-Norse tongue. 
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